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INTRODUCTION 


CONCRATULATIONS ON fOININC THE JPECIES! UNFORTUNATELY, 
you're a little late. 50 YOU HAVE To'lEOIN AT THE BOrrOi5i^ 
OF THE EVOLUTIONARY LAPDER. Bl/T YOU WON’T BE THERE FOR 
LONG — IF YOU CAN NNANACE TO MU5CLE YOUR WAY TO THE TOP. 

Otherwise, vour species wonY survive lonc enouch to cdmE 

UP WITH ALL THOSE CREAT INVENTIONS LIKE ROCK 'N ROLL, Vl«0 

cames and double cheeseburcers. Fortunately, you're not 

ALONE— you've COT A TRIBE OF FELLOW-MORONS TO HELP, OH 
HINDER YOU. 

(jooD LUCK, Dude! The future of mankind re^s on you and 
YOUR HAIRY teammates. I 


CETTINC STARTED 

1. Insert VOUR JACUAR Dino Dudes cartridce - 

INTO THE CARTRIDCE SLOT OF YOUR JACUAR 
64-bit Interactive Multimedia System. 

2. Press THE POWER button. 

3. Press a fire button to discontinue the Title 
Screens. 



SELECTION SCREEN 


Here you can chance your options by walking up to the sign 

AND pressing A fIRE BUTTON OR BY FOLLOWING THE ARROW SIGN TO 

ENTER A CODE OR START THE GAME. 

Music On/Off Lets you turn the background music on or off. 

This works the same as pressing the [0] button. 

Level Lets you selectthe difficulty level. Choices are 

Easy, Normal and Hard. On the Easy setting, 
YOU start WTTH 12 DiNO DUDES AND LOTS OF TIME 
FOR EACH LEVEL. On THE NORMAL SETTING, YOU 
START WITH 10 DiNO PUDES AND LESS TIME, BUT 
YOU GET MORE POINTS FOR JUST FINISHING A LEVEL. 
On the Hard setting, you start with 8 Dino 
Dudes and so little time that you will really 
HAVE to search FOR THE FASTEST WAY TO FINISH A 
LEVEL. However, you do cet more points than 
YOU DO on the Easy and Normal settings.,. 

Enter Cope Walk past this sign to get to the pass code 
entry screen. Here you can enter your pass 
CODE USING THE JOYPAD TO HIGHLIGHT A LETTER, 
[#] FOR BACKSPACE, [SP] FOR A SPACE, [AC] FOR 
ALL CLEAR, OR [LP] FOR LAST PASSWORD. LAST 
PASSWORD RECALLS THE PASSWORD FOR THE LAST 
LEVEL PLAYED EVEN IF THE GAME IS TURNED OFF. 
Press a fire button to enter the letter, and 
END BY SELECTING OK, 

Start Came Walk past this sign to begin a game. 

Keypad Confic Press a fire button to display the 

Keypad Config select screen. Press any 
DIRECTION ON THE JOYPAD TO TOGGLE 
BETWEEN CONFIGURATION 1 AND 2. PRESS 
A FIRE BUTTON TO RETURN TO THE 
SELECTION SCREEN. 
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CAME CONTROLS (see fic. i) 
Keypad Confic 1 

A Activates Power Bar — i 

B Activates an action selected 1_ a 

ON THE Action Bar 
C Select action on THE Action Bar 

Keypad Confic 2 

A Activate ACTION SELECTED ON 

THE Action Bar and Activate I 
Power Bar L ^ 

B Select action on the Action Bar 
C Select next Pino Dude —I 

EXAMPLES USED IN THIS MANUAL 
ASSUME KEYPAD CONFIC 1 


JOYPAD Controls 

Lirr Walk Left 

Richt Walk Richt 

Up Climb up rope, ladder or stack. 

If none is available, stack. 
Down Climb down rope, ladder or 

STACK. If none is AVAILABLE, PICK 
^ UP OR DROP AN OBIECT. 



PAUSE e 

Pause? came. 

While in Pause Mope rou may press the A Button to display 
THE MUSIC VOLUME SLIDER AND THE B BUTTON TO DISPLAYTHE 
SOUND EEfECrS VOLUME SLIDER. WHEN A VOLUME SLIDER IS 
DISPLAYED, PRESS THE JOYPAD LEFT OR RiCHT TO CHANCE THE 
VOLUME. 

OPTION O 

Calls up the Continue/Restart Level option box 

Keypad 

1-9 Select A TRIBESMAN, 

For EXAMPLE, IF YOU HAVE 
FIVE Dudes on a level, then 
1-5 each select a different 

TRIBESMAN. 

* Next Dino Dude 

# Previous Dino Dude 

O InSTANTLYTOCCLES THE MUSIC 

ON AND OFF 

*6.# Resets CAME 

'iKEtiAD CONFIGLfllATION, LAST LEVEL PLAYED, VOLUME AND HiCH 
Score information are retained in the cartridge even if you 
HAVE TURNED OFF YOUR JaCUAR 64-SIT INTERACTIVE MULTIMEDIA 
System. The cartripce will store up to loo,ooo chances. After 
100,000 CHANCES HAVE BEEN RECORDED, NO MORE 
CHANCES WILL BE RETAINED. TO CLEAR THE CURRENTLY 
SAVED CHANCES, PRESS *, OPTION AND # WHILE ON THE 
SELECTION SCREEN. 
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MAIN CAME SCREEN 


CONTROLLING YOUR DINO OUDES 

When you becin play, you'll find Youft Dino Dudes 
WAITING — AIMLESS AND BORED — ^AROUND THE LEVEL. Don'T BE 
MISLED — EACH IS A PREHISTORIC POWER-HOUSE READY TO MAKE IT 
THROUGH EVOLUTION. TO SUCCEED, YOU HAVE TO LEARN TO 
CONTROL SEVERAL DiNO DuDES TO WORK TOGETHER AS A TEAM. IT 
TAKES PRECISION AND TEAMWORK TO MASTER THE DIFFICULT TASK 
OF SURVIVAL. After all, becoming the dominaivt species isn't 
EASY — ESPECIALLY WITH ALL THOSE HUNGRY DINOSAURS ROAMING 
AROUND OUT THERE. 

Selecting Your Dino Duos 

Depending on the level, you'll have up to eight Dino Dudes 
TO CONTROL. PRESS THE CORRESPONDING NUMBER ON THE KEYPAD 
TO SELECT ANY OF THE INDIVIDUAL DiNO DUDES. ONCE SELECTED, 
ALL FURTHER COMAKANDS WILL BE CARRIED OUT BY THAT DiNO 

Dude until you select another. You may also select 

MEMBERS Of THE TRIBE BY PRESSING * OR # ON THE KEYPAD^^ 

Walking and Climbing 

Walking is the easy part. To walk left or right, move the 
JOYPAD TO THE LEFT OR RIGHT. TO CLIMB A LADDER OR A ROPE OR 

A STACK OF Dino Dudes, move the Joypad Up to climb up; 
JoYPAD Down to climb down, 

Basic Actions 

The basic Dino Dude has only two functions: 

Q 'Picking Up Stuff" and '"Forming A Ladder" 

. ^ (Stacking). The basic Dino Dude is so proud of these 
.iAj achievements that they have been carved in stone 
® AT THE FOOT OF THE SCREEN (THE ACTION Bar). TO SELECT 
"ft AN ACTION, KEEP PRESSING THE C BUTTON UNTIL THE 
ft ACTION YOU WANT HAS A RED BOX AROUND IT. 



Picking Up amp Propping Objects (see fig. ii) 

Once you have chosen an item to pick up, you must move 
YOUR DiNO DuOE over THE OBJECT, EITHER SELECT THE PiCK-Up 
ICON USING THE C BUTTON AND PRESS THE B BUTTON (OR DOWN 
ON THE JOYPAD) TO PICK UP THE ITEM. WHEN YOUR DiNO DUDE 
PICKS UP THE ITEM, THE ACTION BaR WILL DISPLAY A NEW SET OF 
ICONS FOR YOU TO CHOOSE FROM, OFFERING A RANGE OF ACTIONS 
POSSIBLE WITH YOUR NEW ITEM. YOU MAY ONLY CARRY ONE ITEM AT 
A TIME. You CAN DROP AN ITEM BY PRESSING DOWN ON THE 
JOYPAD, OR BY SELECTING THE DROP ICON USING THE C BUTTON, 
THEN PRESSING THE B BUTTON. 

Forming a Dino Dude Ladder/$tacking 

Your Dino Dudes’ other basic function is 'Stacking.- Stacking 
OCCURS when you stack your Dino Dudes on top of one 
another to form ladders. Ladders are useful for moving up 
and down through the levels. Either select the STACKING 
icon and press B. or simply push the JOYPAD Up to put the 
Dino Dude lkto the stacking position — both arms raised 
above his head. Then select another Dino Dude and bring 
HIM IN front OF THE FIRST DiNO DUDE, AND PUSH THE JOYPAD Up 
to make him climb on top of THE FIRST DiNO DuDE. ThIS 
PROCESS CAN BE REPEATED TO BUILD IMPRESSIVE MULTI'DuDE STACKS 
AND OBTAIN OTHERWISE OUT-OF-REACH ITEMS. 

TAKE CARE! When you becin to build your stack, particularly 
IF iTS GOING to be A TALL ONE, WlAKE SURE THAT YOUR 
BOTTOM Dino Dude is close enough to the base of 
THE STEP YOU WISH TO CLIMB. IF YOU'RE TOO FAR AWAY 
TO START WITH, YOUR TOP DiNO DuPE MAY NOT BE ABLE 
TO MAKE THE STEP FROM THE TOP OF THE STACK ONTO 
THE LEDGE. 
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AVAILABLE OBJECTS 


On THEIR JOUHNEYTHROLKH EVOLEmON, YOUR PlNO PuPESWILL 
DISCOVER VARIOUS TOOLS TO HELP THEM MACH nHE COAL FORTHAC^* 
LEVEL. Each tool has its own use and separate icon setthat — 
APPEARS WHEN YOU PICK THE TOOL UP: 

The Spear (see fic. ii) 

Spears are useful items and are one of the first objects yol;r 
Dino Dudes will discover. Spears are not only useful for killing 
things, THEY HAVE MANY OTHER USES AS WELL. 

Throwing the Spear 

Selectthe THROW icon and press the B Button. Your Dino 
Dude will now be holding the spear above his head, reapyto 

THROW. At THIS POINT Its A good IDEA TO CHECK IF YOUR DiNO 

Dude is facing the right direction. If he is not. pull the Joypad 
Down — your Dino Dude will then return to the holding 
position and you can turn him in the direction you wish to 
throw. Now that you have your Dino Dude in posmoi^ you 
CAN vary the TRAIECTORY BY SELECTING FROM THREE DIFFEREWT 
STARTING ANGLES. FOR EXAMPLE! If YOUR DlNO DUDE 15 FACING TO 
THE LEFT, BY PRESSING THE JOYPADTOTHE RIGHT. YOU CAN MAKE 
YOUR Dino Dude throw progressively higher, depending on the 


TYPE OF throw you WISH HIM TO MAKE. 

To THROW THE SPEAR. HOLD DOWN THE A BlHTON ON YOUR 
JOYPAD — THE Action Bar will then turn into a Power Bar — 

• ^ AND release THE A BLnTON TO LAUNCH THE SPEAR. THE 
lU Power Bar expands lengthwise, depending on the power 

t OF THE THROW REQUIRED! FOR A SHORT THROW. RELEASE JUST 
AS THE BAR BEGINS TO EXPAND. FORA LONGOIF'HIGHER 
THROW. LET THE BAR GROW LONGER BEFORE MLEASINC THE 



Vaultinc With the Spear 


THE SPEAR TO VAULT OVER CHASMS ANP OTHER OBSTACLES. 
3IIECTTHE VAULT ICON AND PRESS THE B BUTTON. NEXT, HOLD 
DOWN THE A Button and the Power Bar will appear at the 
BOTTOM OF THE SCREEN. AS DESCRIBED IN THE THROWING THE 

Spear' section, cauce the power and release the A Bl/tton 
ADCordincly. If you wish to cancel the vault and return 
YOUR DINO OUDE to the HOLWNC POSITION, PRESS DOWN ON 
THE JOYPAD. 

Brandishinc a Spear 

As YOUR TRIBE PROGRESSES THROUGH EVOLUTION IT WILL BECOME 
APPARENT THAT THE DiNO DUDES ARE NOT GOING TO GET 
THINGiTHE EASY WAY. THERE ARE NASTY DINOSAURS WHO ARE 
OUT TO GET YOU. WHEN YOU BRANDISH YOUR SPEAR, POSITION 
YOUR Dino Dude carefully (like near a hungry dinosaur 
WANTING TO PINE ON YOUR TRIBE), AND YOUR DiNO DUDE WILL 
NOW BRAVELY BRANDISH AND KEEP THE WOULP-BE 'DlNING- 
DINO’ at BAY UNTIL YOU COMMAND OTHERWISE. 

The Torch (see fig. ii) 

• jAS<|l^lNC YOUR TRIBE OF MENTAL MIDGETS IS PROGRESSING 
SUCCESSFULLY ALONG THE EVOLUTIONARY PATH, THE NEXT OBJECT 
THEY WILL DISCOVER WILL BE THE BURNING TORCH. TORCHES CAN 
BE THROWN AND BRANDISHED LIKE SPEARS, BUT CAN ALSO BE USED 


TO BURN THINGS. 



Setting Thin«s on Fire 


No POINT IN HAVING FIRt UNLESS YOU CAN PL/T IT TO COOP USE. 
The burn icon is most useful for setting fire to VECETAT^OM^ 
BLOCKING YOUR TRIBE'S PROGRESS. SELECT THE BURN ICON ANP 
IGNITE THE CHOSEN OBJECT USING THE B BUTTON. (A WORP Of 
warning: fellow members are flammable, so be careful when 
YOUR Dino Dude is waving his torch about!) 

The Rope 

As YOU MIGHT EXPECT, A ROPE COMES IN PRETTY HANDY WHEN 
YOUR Pino Dudes are climbing about all over the levels. You 
will find neat coils of rope dotted aboltt on various 
PLATFORMS THROUCHOLTTTHE GAME. USING A ROPE CAN BE MUCH 
FASTER THAN RUNNING ABOUT TRYING TO FIND A LADDER, AND 
MAY SAVE YOUR DiNO DuDES FROM HAVING TO GO TH ROUGH ALL 
SORTS OF COMPLEX MANEUVERS TO GET SOMEWHERE. YOU THROW A 
ROPE JUST LIKE YOU THROW A SPEAR. 

Lowering and Raising The Rope 

First of all, make sure that your Dino Dude is closi^ 

ENOUGH TO THE EDGE OF A CLIFF FOR HIM TO BE ABLE TO LOWER 
THE ROPE. Then select the RAISE/LOWER icon from the 
Action Bar and press the B Button. Your Dino Dude will 
then lower the rope over the edge. If he isn't close enough 
to the edge, he will only lower the rope to his toes. To pull 
THE ROPE back UP, USE THIS ICON AGAIN. 

^ Climbing the Rope 

A For a Dino Dude to climb down the rope, move 
tJ-' your chosen Dino Dude over the rope and press the 
J oYPAD Down. To climb up the rope, move your 
jjr Dino dude over the rope and push the )oypad Up. 


The Wheel 


Of course, no Dino Dude could ever hope to evolve (or 
REVOLVE FOR THAT MATTER!) WITHOL/TTHE WHEEL, AND SO FT IS, 
THAT BEFORE TOO LONC YOU WILL COME ACROSS THE SAID 'WHEEL.' 

MOUKTINC THE WHEEL 

To PICK UP THE WHEEL, MOVE YOUR DiNO PUDE OVER THE WHEEL 
AND TRY TO PICK IT UP. INSTEAD, SINCE IT IS TOO HEAVY TO LIFT, 

I YOUR Dino Dude will be perched, sitting on the wheel, ready 
TO ROU. 

RiDiNC THE Wheel 

Once you have your Dino Dude mounted-up and mobile, 
you will probably be impressed with the uncanny ease with 
WHICH YOUR NOMINATED NEANDERTHAL CAN CAREEN THROUCH 
THE LEVEL. As HE ROLLS DOWNHILL HE WILL ACCELERATE; AS HE 
ROLLS UPHILL HIS SPEED WILL DROP. OnE OF THE USEFUL FUNCTIONS 
OF "WHEEL-RIDINC' is THAT THE WHEEL CAN BE USED TO PROPEL 
YOUR Dino Dude across chasms and other obstacles. Wheel- 
RIDINC IS simple AND WILL, WITH PRACTICE, SERVE YOUR TRIBE 
WELL. 

A\AKE sure THAT you CAN CET A GOOD RUN AT THE OBSTACLE 
. WHICH YOUR Dino Dude wishes to cross. As he reaches the 
^ [DOE OF THE PRECIPICE, HOLD DOWN THE A BUTTON TO MAKE THE 
WHEEL JUMP. Remember: the loncer you hold down the 
J button, THE lONCER THE JUMP. 

RoLLiNC THE Wheel 

A Dino Dude canY lift a wheel, bljt he can push it 
BY HOLDINC down THE A BUTTON WITH THE WHEEL IN 
FRONT OF HIM AS HE WALKS. 
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PisMOUKTiNc From the Wheel 


To DISMOUNT THE WHEEL, (IEL£A« THE JOYPAD AND PRESS THI 
Button. 


Stone Blocks 


Evert now and again your tribe members will come across 
STACKS OF STONE BLOCKS, BLOCKING YOUR PROGRESS. THESE BARRIERS 
CAN BE REMOVED BY HAVING YOUR TRIBE SCOUT AROUND THE LEVEL 
TO FIND A SHALLOW DEPRESSION. THESE DEPRESSIONS ARE SWITCHES 
CONNECTED TO THE BLOCK-STACKS. SOMETIMES THEY COME IN BRIGHT 
HAPPY COLORS, AND SOMETIMES THEY BLEND IN AND ARC HARD TO 
FIND. Using the tried-and-tested Dino Dude system of trial 
AND ERROR, YOU CAN STACK MEMBERS OF YOUR TRIBE AND/OR 
OBJECTS ON THESE DEPRESSIONS TO MAKE THE STONES DISAPPEAR. To 
KEEP THE WAY FREE THOUGH, YOU MUST KEEP YOUR DiNO 

Dudes/objects in place. 

The WtTCHDOCTOR 


No tribe is really complete without a Witchdoctor, so from 
time to time, you will notice the mysterious appearance of 
THIS voodoo dude. WEARING A SPECIAL SKULL-SHAPED MASK. THE 
Witchdoctor will blend into your tribe, posing as a fellow 
Dino Dude. He can perform all the routine Dino Dude 
actions BL/T is unwilling to pick up and use any object FOLi^ 
around the level. He is a dangerous dude — DO NOT MESS with 
I * him, by running OVER HIS TOES WITH THE WHEEL, FOR 
example, or THE CONSEQUENCES COULD BE DIRE. 


Castinc Spells 


, The 6REATTHINC ABOUT A WITCHDOCTOR 15 HI5 ABILITY TO CAST 
^^R EllS AND CONJURE UP OBJECTS USINC MACIC. IF YOU WANT YOUR 

Witchdoctor to cast a spell and make a useful object 

,• ' MfeCICALLY APPEAR OL/T OF THIN AIR, YOU MUST MAKE SURE YOUR 
WlTijHDOCTOR IS IN THE RICHT PLACE WHERE YOU WANT THIS 
OIJKT TO APPEAR. HAVINC SELECTED AND /AOVED THE 
Witchdoctor, you will Noria his icon set alonc the 
. Action Bar. TmcRI will be a STACKING icon and other 
ICONS REPRESENTING THE OBJECTS WHICH HE CAN SUMMON. USE 
THE C Button to cycle through the icons until you reach 
THE item you wish THE WITCHDOCTOR TO PRODUCE. AND PRESS 
THE 8 Button. 

The Witchdoctor demands a heavy price for any object he 
SUM^«)NS FROM THIN AIR: THE SACRIFICE OF A DiNO DUDE. In 
order for the magic to work, you must move ANOTHER DINO 
Dude up alongside the Witchdoctor. 



Th[ Level anp Scorinc Coals 


The object of the came is to co/aplete the levels. To score 

WELL AND WIN A PLACE fOR YOUR TRIBE IN THE TOP TEN,’ YOUft« 
TRIBE NEEDS TO COMPLETE THE LEVELS INTHE SHORTEST POSSIBLtT~ 
TIME, WITH THE LARGEST POSSIBLE NUMBER OF TRIBE MEMBERS. 
Sounds easy, huh? 

Before starting each level, inforav^tion about the goal for 
that level will be displayed in a box in the middle of the 
SCREEN. This may be the simple message "Reach the Coal." or 
YOUR tribe may BE GIVEN A MORE SPECIFIC TASK SUCH AS RESCUING 
A HOSTAGE OR DISCOVERING A NEW OBIECT. ONCE YOU HAVE READ 
THE MESSAGE, PUSH THE A BLFTTON TO BEGIN THAT PARTICULAR 
LEVEL. 

$POTTINC THE COAL 

In ORDER TO REVEAL THE GOAL’S LOCATION, YOU HAVE TO MOVE 
YOUR Dino Dudes around the level. Ip your tribe's objective 
IS TO RELEASE A HOSTAGE, FOR EXAMPLE, OR TO DISCOVER FIRE, iTs 
PRETTY OBVIOUS WHAT THESE ITEMS WILL LOOK LIKE AND YOU 
SHOULD HAVE NO PROBLEM RECOGNIZING THEM. 

On the OTHER HAND, IF YOUR LEVEL'S MESSAGE 151 "REACH THE 
Coal.' you need to be able to recognize what a goauiooks 
LIKE. 

The Coal Block 

The level’s "Coal-Block' is a red or yellow switch on to 
WHICH you have to MOVE A DiNO DuDE TO COMPLETE THE 
LEVEL. Moving a Dino Dupe on this 'Coal-Block* and 
WAITING A SECOND WILL STOP THE CLOCK AND END THE LEVEL 

Bonus Plants 

■ ^ On some levels — next to the Coal-Block — Y ou will 

« FiND Bonus Plants — sometimes they are small pine 
trees and sometimes shrubs, but they are always 
plants. By placing. extra Dino Dudes on these 
Bonus-Blocks, you’ll earn extra points. 



$CORIN6 


In order to score roints, tour first objective must be to 
COMPLETE THE LEVEL IN THE TIME ALLOTTED. AtTHE BOTTOM RIGHT 
OF THE SCREEN ON THE OTHER SIDE OF THE ACTION BaR IS ANOTHER 

'{feuNTER. This is your tribe's 'esctras' indicator, which lets you 

KNOW HOW A\ANY SPARE TRIBE MEMBERS YOU HAVE AT ANY TIME. 
You ARE GIVEN THREE SCORES FOR COMPLETING EACH LEVEL: 

Levu Score 

The level score is calculated bytaking* the number of Dudes 
IN your tribe, multiplying this by the level number and 

MULTIPLYING AGAIN BY 10. THERE IS AN ADDITIONAL BONUS 
MULTIPLIER FOR THE NORMAL DIFFICULTY SETTING (x2) AND HARD 
DIFFICULTY SETTING {x4). FOR EXAMPLE, IF YOU FINISHED LEVEL 10 
WITH DIFFICULTY SETTING EaSY AND 8 DUDES LEFT, YOU WOULD 
HAVE 8 (DiNO Dudes) x 10 (level number) x 10, equaling a 
Level Score of 800. 

Level Bonus 

If there are Bonus Plants available at the end of the level, 
FOR each Dino Dude you place on one of these plants, you 
RECEIVE 1O00 points. 

Time Score 

For each second remaining on the timer at the end of the 
LEVEL, YOU ARE AWARDED 10 POINTS. SO If YOU FINISH A LEVEL WITH 
50 SECONDS ON THE TIMER, YOU RECEIVE 500 POINTS. 

If you MANAGED TO FINISH LEVEL 10 ON THE £aSY DlfFICULTC 
SETTING WITH 8 DiNO DuDES LEFT, 2 DUDES ON BONUS PLANTS 
AND 50 SECONDS REMAINING ON THE CLOCK. THE SCORE 
SCREEN WCHJLD DISPLAY THE FOLLOWING: (7 



Level Score: 800 

Level Bonus: 2000 

Time Bonus: 500 

Level Total; 3300 



About Your Tribe 


You START OUT WITH A BASIC NUMBER OF TRIBE MEMBERS. BUT 
AlONC THE WAY YOU WILL PICK UP THE ODD NEW MEMBER. Lll^ 
WHEN YOU RESCUE A HOSTACE FROM THE NASTY NEICHBORIn2*^Si 
TRIBE, FOR EXAMPLE. THESE ARE THE POOR CUYS WHO YOU Wtft SEE 
TIED UP HOlllRINC 'HELP.' TheYRE PRETTY EASY TO SPOT ANt> 

EASY TO FREE IF YOU JUST KEEP AN EYE OL/T FOR THE BAD CUTS. TO 
FREE THESE UNFORTUNATES, ;UST WALK YOUR PiNO PUDE PAST 
THEM. This will add to your scoring power as you BUIID UP 
YOUR TRIBE. 

Building up your tribe is very important, as You are going 

TO NEED ALL THE MEMBERS YOU CAN GET. ATTHE BEGINNING Of 
EACH LEVEL THE 'PARTY SCREEN' WILL TELL YOU HOW AKANY PiNO 
PUDES YOU WILL NEED TO START THE LEVEL. TRY NOT TO WASTE 
YOUR Pino Pudes! If you have a surplus in your tribe, and 
YOU LOSE ONE IN THE LEVEL. HE WILL AUTOARATICALLY BE REPLACED, 
BLFT ONLY UP TO THE LIMIT OF PiNO PUDES IN YOUR RESERVE. 

You CAN USE YOUR SPARE PiNO PuDES TO SACRIFICE TO THE 

Witchdoctor. But sacrifice wisely: if you don't have 
ENOUGH Pino Pudes to begin the next level, your tr^e will 
NOT BE able to EVOLVE. 

Hints and Tips 

There is often more than one way to solve a levelj often 

WHEN IT SEEMS NECESSARY TO SACRIFICE AN ADDITIONAL PiNO 
PuDE, THERE IS A WAY TO AVOID IT. 

_ The dinosaurs are very distracted when they are 
lO EAnNC A tasty tidbit. LIKE A PlNO PUDE. WHILE THEY 

f ARE EATING, A PiNO PUOE MIGHT NOT BE NOTICED EVEN 
WHILE WALKING RIGHT NEXT TO A DINOSAUR. 


Some dinosaurs take a lot of hits to 



Sometimes an OB;Ecr hides in the scenery. For instance, if 
^-JOU NEED A ROPE OR SPEAR AND DO NOT HAVE A WITCHDOaOR, 

* '^eCK AU OF THE LEDGES YOU HAVE ACCESS TO ONE MORE TIME; A 
ROPE OR SPEAR MIGHT 8E LURKING AT THE BOTTOM OF A LADDER 
OR IN THE BUSHES. 

Your pet dinosaur occasionally gets lost and you have to 
GO FIND HIM. When this hapmns, you must pat him on the 
MUD AND REASSURE HIM THAT EVERYTHING'S OKAY. YOU MAY 
have to FOLLOW HIM AROUND FOR A SHORT WHILE BEFORE HE 
CALMS DOWN ENOUGH FOR THIS TO BE POSSIBLE. 

On some upper levels, ft is necessary to accomplish MORE 
THAN ONE GOAL. FOR INSTANCE, IT MIGHT BE NECESSARY TO KILLA 
DINOSAUR AND THEN WALK ON THE COAL-BlOCK, IN THAT ORDER. 
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Software Warranty 


Atari warrants to the original purchaser this product to be free 
from defects in material and workmanship under normal 
authorized use for a Warranty Period of ninety (90) days from 
the date of purchase as evidenced by your receipt. Atari will 
replace the defective software free of charge. After the 
expiration of the Warranty Period, you assume the entire cost 
of all necessary servicing, repair or correction. 

The warranty is null and void if the cartridge has been opened 
and/or any parts were removed or if software or any 
accessories other than those authorized by Atari are used In 
connection with this product. 

Do not return your software to the retailer. To receive “in” 
warranty service call 1-800-GO-ATARI. A technician will be 
available to answer your warranty questions. In the event that 
you return your software under warranty send the software, a 
description of the problem and a copy of your sales receipt 
clearly indicating the date of purchase to: Atari Corporation, 
390 Caribbean Drive, Sunnyvale. CA 94089. 

In no event shall Atari be liable for consequential or incidental 
damages resulting from the breach of any express or implied 
warranties. Some states do not allow limitations on how long 
an implied warranty lasts or exclusion of consequential or 
incidental damages, so the above limitation or exclusion may 
not apply to you. 
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1; TIMER 
2: VAULT ICON 
3: THROW ICON 
4; BRANDISH ICON 
5: DROP ICON 
6: STACK ICON 

7; EXTRA DINO DUDE INDICATOR 
8: BURN ICON 







